NM A I 


f SS 


—_ 


a 


\ ~ | 
UN 


\ 


¥ 
4 


= "4 - 
Created By Lewinston Illustration aft T RV. A Nh, (a 
: E | al . a A] | LT 9 i F 


29/06/24 


Your body is a temple and should be 
_ treated as such! Such is the belief of 
clerics within the domain of fitness. 
Through hard physical work and 
maintenance of good health, these 
clerics channel divine energy through 
their muscular stature and good habits. 
A good cleric in this domain may be a 
teacher, educating the common folk 
about proper fitness and good diet. 
Meanwhile, an evil cleric in this 
domain might be more vain, seeking to 
achieve a body that can overpower and 
dominate those they deem beneath 
them. Gods in the domain of fitness 
may include Kord, Illmater, Pelor, Thor, 
Hextor, Nike and even Hercules. 


Despite being within the domain of 
fitness, not all clerics have to be 
muscle-bound fanatics. Some might 
be more lean, focusing on their 
dexterity. Some might clerics may be 
more bulky, celebrating physical 
strength above all else. You can have 
your cleric’s appearance be whatever 
you'd like them to look like and not feel 
restricted by the theme of this class. 


When choosing this domain, decide on 
an origin for your cleric. Why did they 
join the domain of fitness? Below is a 
list you can choose from or perhaps 
use it to help inspire your own ideas. 


144 | Cleric Origins 


As a child, you were sick and magic 
healing could not be afforded. However, 
a kind stranger saved you through diet, 
exercise and worship. You worked hard 
and excelled, becoming devoted to your 
fitness journey. 


A sword in your village, stuck in a rock, 
is cursed, poisoning the farms and 
water. Asa child, you spent every day 
trying to pull it out to no avail. As you 
got older, you got stronger and prayed 
that one day, you'd be strong enough to 
draw that cursed sword. 


You’re a bodybuilder with a shamed past 
seeking solace in your temple. Lately, 
someone claiming to be you have been 
causing trouble which has bought you 
back out of hiding. Stranger still, this 
pretender does not have your physique 
at all! 


An evil cultist has proclaimed 
themselves to have the greatest 
physique in the land! In doing so, your 
name is slandered and your dietie’s 
name as well. You must challenge them 
to a contest to stop this blasphemy. 


Class Features 


fuevel [Feature 
Physique, Divine Adrenaline 


Fitness Domain Spells 


3rd. 


Enhance Ability, Spider 
Climb 


Haste, Aura of Vitality 
7th Freedom of Movement, 
Divine Weights* 
Wall of Stone, 
Destructive Wave 


Blessed Physique 


At lst level, your body has been 
divinely blessed with great physique. 


You have proficiency in Constitution 
saving throws. 


You have proficiency in your choice of 
either the athletics or acrobatics skill. 


When you make any Strength 
(athletics) or Dexterity (acrobatics) 
ability check, you can add your 
Constitution modifier to that result 
instead of your Strength or Dexterity 
modifier (minimum of 1). 


Divine Adrenaline 


Also at Ist level, you can encourage 
your allies with divine magic. 


As a reaction, when a creature within 
30 feet of you fails their Strength, 
Constitution or Dexterity saving throw 
or ability check, you can expend a 
spell slot. That creature can rolla 
number of d4s equal to the level of the 
spell slot used. That creature then 
regains hit points and adds a bonus to 
their total result from the failed roll 
equal to the result of the d4s used in 
this reaction. 


You can use this feature a number of 
times equal to your proficiency bonus, 
and you regain all expended uses 
when you finish a short or long rest. 


Channel Divinity: 
Fantastic Flex 


At 2nd level, what your allies can do, 
you can try to do better. 


Asa reaction, when an ally you can see 
rolls a d20 to make an attack roll, 
Strength (athletics) or Dexterity 
(acrobatics) ability check, you can 
record the number rolled after the 
result is known. 


Until the end of your next turn, you can 
use that d20 roll result in place of your 
own roll for the same type of attack roll 
or ability check and add 1d4 to that 
result. 


Channel Divinity: 
Mithral Body 


At 6th level, the muscles on your body 
have become as hard and as malleable 
as mithral. 


As a bonus action, you can flex to 
remove any armor you are wearing 
instantaneously. If you doff your armor 
in this way, your AC becomes 15 + 
your Dexterity modifier and you gain 
temporary hit points equal to a roll of 
your Strength (athletics) or Dexterity 
(acrobatics) ability. You can flex again 
as a bonus action on each of your turns 
to gain these temporary hit points 
again if you have no temporary hit 
points remaining. 


This effect lasts for 1 minute; until you 
fall unconscious or when you end it as 
part of any action. 


Divine Strike 


At 8th level, you gain the ability to 
infuse your weapon strikes with more 
weight! A gift from your deity. 


Once on each of your turns when you 
hit a creature with a weapon attack, 
you can cause the attack to deal an 
extra 1d8 damage of your weapon’s 
type to the target and that attack also 
counts as magical for the purpose of 
overcoming resistance and immunity 
to nonmagical attacks and damage. 


When you reach 14th level, the extra 
damage increases to 2d8. 


Perfect Physique 


At 17th level, You’ve attained a perfect 
body through worship and training. 


You increase your Strength, 
Constitution and Dexterity scores by 1, 
2 and 3, applying each number to 
whichever score you wish, to a 
maximum of 22. 


You also have one additional use of 

your Mithral Body feature per long rest 
without needing to use your Channel | 
Divinity feature. 


Spells 


Divine Weights At Higher Levels: When you cast this 
spell using a spell slot of 5th level or 


higher, the damage increases by 1d6 for 
every spell slot above 4th. 


4th-level Conjuration 


Casting Time: | action 

Range: 30 feet. 

Components: V, 5, M (a tiny ball of iron) 
Duration: Instantaneous 


Spell Lists. Cleric, Paladin 


' : 
You attempt to crush your enemies with i if bi it 
spiritual weight. i 


When you cast this spell, you create a 15 
foot radius sphere within range. Creatures hj 
inside this sphere must make a Strength 
saving throw or take damage equal to 6d6 
bludgeoning damage as aninvisible force #4 §) 
pushes down on them. These creatures NF 
have their movement speed reduced to 0 
and if they fail the save by 10 or more, they 
fall prone and are restrained. Ona 
success, they take half the damage. 


This effect lasts for 1 minute or until the 
affected creature makes a successful 
Strength saving throw at the end of their 
turn. 


As an action, creatures can attempt to 
move this invisible force by making a 
Strength (athletics) check against your 
spell DC. Ona success, the creature 
pinned by this force has their full 
movement restored. 


When a weight is no longer affecting a 
creature, it disappears. 
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Legal Information 


Permission to copy, modify and distribute the files 
collectively known as the System Reference 
Document 5.1 (“SRD5”) is granted solely through 
the use of the Open Gaming License, Version 1.0a. 


This material is being released using the Open 
Gaming License Version 1.0a and you should read 
and understand the terms of that license before 
using this material. 


The text of the Open Gaming License itself is not 
Open Game Content. Instructions on using the 
License are provided within the License itself. 


The following items are designated Product Identity, 
as defined in Section 1(e) of the Open Game 
License Version 1.0a, and are subject to the 
conditions set forth in Section 7 of the OGL, and are 
not Open Content: Dungeons & Dragons, D&D, 
Player’s Handbook, Dungeon Master, Monster 
Manual, d20 System, Wizards of the Coast, d20 
(when used as a trademark), Forgotten Realms, 
Faertin, proper names (including those used in the 
names of spells or items), places, Underdark, Red 
Wizard of Thay, the City of Union, Heroic Domains of 
Ysgard, Ever--- Changing Chaos of Limbo, 
Windswept Depths of Pandemonium, Infinite Layers 
of the Abyss, Tarterian Depths of Carceri, Gray 
Waste of Hades, Bleak Eternity of Gehenna, Nine 
Hells of Baator, Infernal Battlefield of Acheron, 
Clockwork Nirvana of Mechanus, Peaceable 
Kingdoms of Arcadia, Seven Mounting Heavens of 
Celestia, Twin Paradises of Bytopia, Blessed Fields 
of Elysium, Wilderness of the Beastlands, Olympian 
Glades of Arborea, Concordant Domain of the 
Outlands, Sigil, Lady of Pain, Book of Exalted 
Deeds, Book of Vile Darkness, beholder, gauth, 
carrion crawler, tanar’ri, baatezu, displacer beast, 
githyanki, githzerai, mind flayer, illithid, umber 
hulk, yuarti. 


All of the rest of the SRDS is Open Game Content as 
described in Section 1(d) of the License. 


The terms of the Open Gaming License Version 1.0a 
are as follows: 


OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the 
Coast, Inc. and is Copyright 2000 Wizards of the 
Coast, Inc ("Wizards"). All Rights Reserved. 


1. Definitions: (a)"Contributors" means the 
copyright and/or trademark owners who have 
contributed Open Game Content; (b)"Derivative 
Material" means copyrighted material including 
derivative works and translations (including into 
other computer languages), potation, modification, 
correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other 
form in which an existing work may be recast, 
transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; 
(d)"Open Game Content" means the game 
mechanic and includes the methods, procedures, 
processes and routines to the extent such content 
does not embody the Product Identity and is an 
enhancement over the prior art and any additional 
content clearly identified as Open Game Content by 
the Contributor, and means any work covered by 
this License, including translations and derivative 
works under copyright law, but specifically 
excludes Product Identity. (e) "Product Identity" 
means product and product line names, logos and 
identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, 
photographic and other visual or audio 
representations; names and descriptions of 
characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, 
equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly 
identified as Product identity by the owner of the 
Product Identity, and which specifically excludes 
the Open Game Content; (f) "Trademark" means the 
logos, names, mark, sign, motto, designs that are 
used by a Contributor to identify itself or its 
products or the associated products contributed to 
the Open Game License by the Contributor (g) 
"Use", "Used" or "Using" means to use, Distribute, 
copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. 
(h) "You" or "Your" means the licensee in terms of 
this agreement. 


2. The License: This License applies to any Open 
Game Content that contains a notice indicating that 
the Open Game Content may only be Used under 


and in terms of this License. You must affix such a 
notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this 
License except as described by the License itself. 
No other terms or conditions may be applied to any 
Open Game Content distributed using this License. 


3.Offer and Acceptance: By Using the Open Game 
Content You indicate Your acceptance of the terms 
of this License. 


4. Grant and Consideration: In consideration for 
agreeing to use this License, the Contributors grant 
You a perpetual, worldwide, royalty-free, non- 
exclusive license with the exact terms of this 
License to Use, the Open Game Content. 


5.Representation of Authority to Contribute: If You 
are contributing original material as Open Game 
Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License. 


6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, 
modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder's 
name to the COPYRIGHT NOTICE of any original 
Open Game Content you Distribute. 


1. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to 
compatibility, except as expressly licensed in 
another, independent Agreement with the owner 

of each element of that Product Identity. You agree 
not to indicate compatibility or co-adaptability with 
any Trademark or Registered Trademark in 
conjunction with a work containing Open Game 
Content except as expressly licensed in another, 
independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that 
Product Identity. The owner of any Product 

Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product 
Identity. 


8. Identification: If you distribute Open Game 
Content You must clearly indicate which portions of 


the work that you are distributing are Open Game 
Content. 


9. Updating the License: Wizards or its designated 
Agents may publish updated versions of this 
License. You may use any authorized version of this 
License to copy, modify and distribute any Open 
Game Content originally distributed under any 
version of this License. 


10. Copy of this License: You MUST include a copy 
of this License with every copy of the Open Game 
Content You Distribute. 


11. Use of Contributor Credits: You may not market 
or advertise the Open Game Content using the 
name of any Contributor unless You have written 
permission from the Contributor to do so. 


12. Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with 
respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental 
regulation then You may not Use any Open Game 
Material so affected. 


13. Termination: This License will terminate 
automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall 
survive the termination of this License. 


14. Reformation: If any provision of this License is 
held to be unenforceable, such provision shall be 
reformed only to the extent necessary to make it 
enforceable. 


15. COPYRIGHT NOTICE Open Game License v 
1.0a Copyright 2000, Wizards of the Coast, LLC. 


System Reference Document 5.1 Copyright 2016, 
Wizards of the Coast, Inc.; Authors Mike Mearls, 
Jeremy Crawford, Chris Perkins, Rodney Thompson, 
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce 

R. Cordell, Chris Sims, and Steve Townshend, based 
on original material by E. Gary Gygax and Dave 
Arneson. 


END OF LICENSE 


